Background. In recent decades, information technology has become a vital component of various aspects of our lives. The use of information technology in different domains has made the analysis of the level of its acceptance/rejection a significant factor in organizations. Objectives. The aim of this study was to illustrate the application of the extended technology acceptance model in sports organizations. Methods. The participants consisted of 350 employees selected from across various Iranian sports organizations. The data were collected according to the perceived ease of use, perceived usefulness, attitude (AT), intention to use (IU), technology self-efficacy (TSE), technology anxiety, perceived enjoyment, and user satisfaction for each variable in the study model. A panel of experts determined the face and content validity of the experiment. The Cranach's alpha coefficient was used to determine the validity. Results. The results showed that AT, self-efficacy, PU, EOU, and user satisfaction have a meaningful effect on the intention to use information technology. The highest effect was related to AT, and the lowest to user satisfaction. Conclusion. It can be claimed that when people have a more positive AT toward the use of information technology, they will exhibit beliefs or excitements, which makes it more viable for them to perceive information technology positively, and consequently increase the intention to use it.
INTRODUCTION
Several questions arise while considering the acceptance of information technology. Which factor/s persuade an individual to accept a new technology? Are these factors dependent on the characteristics of the technology? Do the characteristics of the individuals affect their acceptance? If any of these factors are significant, how and in what ways do they affect the acceptance of technology? Acceptance is the best action for an individual when it comes to adapting to the use of information technology. Acceptance is considered when a user accepts a new idea and practices it. The use of information technology has been observed to have grown at a fast rate across various organizations in the last two decades since a large part of information management systems studies were focused on the various factors that influence the acceptance behavior and usage of a technology in organizational environments, especially in the educational sector (1) . It has resulted in the formation of different conceptual models in this domain among which the technology acceptance model (TAM) can be mentioned as a significant example.
Davis designed the TAM based on the theory of reasoned action (TRA) for modelling the user's acceptance of information technology systems (2) . The present study used the TRA model developed by Ajzen and Fishbein as a framework to explain its components (1, (3) (4) (5) .
TAM illustrates the behavior of people in connection with the usage of computers and various computer technologies. This model is useful for the prediction and explanation of user behaviors; it is a model designed for individuals (5) . Therefore, this model: 1) investigates the factors related to individuals, 2) has been employed in different studies in various countries, and 3) has been analyzed in previous studies on the efficacy of its application (6, 7) . TAM provides an explanation for the acceptance of information technology among people, the ability to clarify the user's behavior during the time s/he spends on the computer, and the number of users; however, it has often been theoretically modified and adjusted to serve a specific purpose (8, 9) . Hence, this model was used in the present study.
The basis of TAM is formed by two special ideas or views, which are among the main factors related to the acceptance of information technology (2, 10): The first idea is the perceived usefulness (PU), which is the perception of the usefulness of a system, wherein the system is regarded as useful and practical according to extent to which it can improve their performance in the organization. The PU determines the user's intention to use technology, and the attitude toward its usage. The second idea is the perceived ease of use (EOU), which is the perception in the user's mind regarding the ease of use of a system; the system is more practical if the effort needed to use it is lesser. The EOU directly determines the attitude toward the use of a technology, and it indirectly affects the intention to use the technology as well as indicates the attitude toward it (1, 11) . However, there are other factors that also affect the acceptance behavior of information technology; one among these is attitude. Attitude (AT) is the positive or negative emotional state of the individual that affects his/her behavior. AT is the function of a set of beliefs; it indicates the level at which the employees consider the technology as being attractive, logical, advantageous, and pleasant (12) . The AT toward the use of technology is the user's evaluation of the pleasure in using it. For instance, if an individual finds using the internet full of positive consequences then s/he will have a positive AT toward it. The AT toward the use of technology is influenced directly by the PU and EOU, and indirectly by external variables. Studies show that AT has a positive and meaningful impact on the intention to use technology (13) (14) (15) .
The intention to use refers to "the role of intention in exhibiting a specific behavior", and is expected to lead to the actual use of technology. Thus, the intention to use refers to the user's probability of using or applying the technology (14, 16) . The intention to use information technology, which is a function of positive AT toward the use of information technology and the user's perception of its PU, plays a significant role in the exhibition of the final behavior toward its usage. The relationship of AT and the intention to use indicates that users intend to perform actions or exhibit behaviors with positive consequences (14, (16) (17) (18) . The intention to use information technology can be considered as an introduction, and a significant factor for its acceptance (14, 18, 19) .
The external variables that directly affect the PU and EOU of technology, and indirectly affect the PU (20, 21) . Through the EOU of the technology are the technology's self-efficacy, anxiety, perceived enjoyment, and user satisfaction. Self-efficacy, as mentioned by the Bandura social cognitive theory (22) , can be considered as a direct principle in determining the individual's behavior, and is defined by the individual's judgment of their facilities for organizing and performing the solutions needed for the accomplishment of certain planned operations.
The term self-efficacy quickly became noticed in special domains, such as in information technology. Technology self-efficacy refers to the users' conviction toward their capabilities in performing their special duties with the help of technology; it is an indicator of the individual's judgment of his/her own abilities to use the technology (23) . The findings of Ramayah, Aafaqi, and Ignatius regarding the influence of computer self-efficacy showed that it has a direct impact on the EOU, and an indirect effect on the PU depending on the EOU (24) . Some studies have shown that self-efficacy can strengthen the AT toward using technologies, such as the internet (17) . In addition, computer self-efficacy has a direct effect on the AT toward its usage. Generally, it is predicted that high levels of technology self-efficacy lead to high levels of acceptance toward the use of information technology (25) .
Technology self-efficacy is certainly not the only effective external factor responsible for the acceptance of technology. Other external factors may also be effective on the two variables of TAM; technology anxiety is one of these variables.
When users interact with computers, they often experience emotional states like failure, distress, anger, anxiety, and fear. In the other words, they exhibit technology anxiety. Technology anxiety is a sort of emotional and cognitive reaction that the individual feels while using information technology; it occurs mostly when the person perceives information technology as a threat. Computer anxiety can be defined as the state of the individual when s/he experiences a level of discomfiture while using a computer (19) . In has been observed that employees who regularly use new technologies experience a lower level of anxiety.
From the viewpoint of Saadé and Kira, computer anxiety is the concept of specific anxiety, which is an emotion that originates from the interaction of the individual and information technology (20, 26) . Some researchers find computer anxiety to be a key factor that influences the AT toward various forms of technology (27) including computer usage (28) . Other researchers have claimed that a high level of anxiety exhibited while using the computer results in a decrease in the AT toward the use of technology (29) . Computer anxiety had a direct impact on the AT toward using information technology, and led to a negative EOU. In Saade & Kira's study, computer anxiety had a direct influence on the EOU of the computer and its PU (20) .
Perceived enjoyment is another significant variable of the TAM. It is a reaction in which the individual perceives the use of a computer only for his/her own sake while not considering its instrumental value as a personal enjoyment (30) .
Some researchers report that perceived enjoyment is the key factor in determining the behavioral intention (30) (31) (32) (33) and the EOU and computer enjoyment were the basic factors that determine the behavioral intention of the user Venkatesh indicated that the effect of the EOU is determined by the directness of the users' experiences toward the system (19) . The findings of Venkatesh, Speier, and Morris indicated that enjoyment has no direct effect on the behavioral intention by virtue of the EOU and PU of the computer. The aforementioned findings express the idea that the EOU is influenced by the level at which the individuals find using a computer enjoyable. In addition, they introduced enjoyment as the determining factor for the EOU; however, they ignored their relationships (34). Nah, Zhao, and Zhu showed that the perceived enjoyment was the determining factor of the PU of cellphone usage (35) . According to the theory of self-efficacy, there is a positive relationship between the internal stimulation (for instance, the perceived enjoyment) and the EOU (22, 36) .
The effect of user satisfaction on his/her intention to use information technology is among the significant issues that has not often been mentioned in previous studies. User satisfaction refers to his/her AT toward information technology in the surrounding environment. Doll and Torkzadeh defined user satisfaction as "the AT of the user regarding information technology or a special computer program" (37) . Moreover, Seddon and Kiew defined user satisfaction as "the satisfaction or dissatisfaction caused by all the advantages that users hope to gain while interacting with information systems" (38) . User satisfaction is considered as the main factor for determining the intention to use new technologies (39, 40) . Delone and Mclean claimed that user satisfaction can be strengthened if the performance of the individual, group, or organization improves after using the system (41) . In addition, they chose user satisfaction as an attitudinal variable, which relates user satisfaction to two variables-the intention to use, and the real use (42) (43) (44) (45) . The findings of Yoojung, Hyung and Park, et al. also indicate that the PU and user satisfaction have a positive impact on the intention to use information technology (15, 32, 46) . Recently TAM was used to explain the process of technology acceptance(3). This model, in domains like trading (47) (48) (49) , or the ICTs in the organizations(50, 51) is popular. However, there are instances in the domains of health (21, (52) (53) (54) and education (53, 54) . As mentioned in the aforementioned studies, TAM has been examined in different studies. This shows that the capability of this model in interpreting the AT toward using information systems is better than the others. Many studies consider using information systems as the rate of user acceptance (1, 18, 55, 56) . Therefore, the present study seeks to explore the internal relationships between technology self-efficacy, technology anxiety, perceived enjoyment and user satisfaction with structures of TAM in Iranian sports organizations in the conceptual model (Figure 1 ).
Figure 1. Conceptual model of Extended TAM

MATERIALS AND METHODS
Research design. The present study has used structural equation modeling developed by Amos to analyze the causality, and examine the hypothesis among the study variables. Data was collected through a self-reporting questionnaire that included demographic questions, and standard questionnaires for each variable in the study model.
Participants. Kline suggested that a sample size of 200 people or more is needed for complex models. He also recommended that for multivariate researches (such as SEM) the sample size should be several times (preferably 10 times) larger than the number of the variables presented in the study (57) . Based on Hu and Bentler's study, for each variable in the model, a sample size of at least 15 people was needed (58) , therefore, the least number for the sample of the present study was 120. Considering the risk of loss and irrelevant data, the sample was taken as 350 employees of sports organizations (N=700), among them 332 numbers could be graded (Table 1) . Instruments. In order to employ the research model appropriately, adjusted questionnaires from valid sources were used ( Table 2 ). The positive point of using such scales is that they have a complete face and content validity, and provide appropriate theoretical bases for evaluations in the research domain. At first, the questionnaires were translated into Farsi by an expert of the English language, and then another person who was not aware of the process translated them into English again. Finally, after comparing the original and the translated questionnaires, followed by detecting and removing the ambiguities, the preliminary study was conducted on a sample size of 50 employees of sports organizations. After implementing their feedback, the final questionnaire consisting of 35 items was designed. There were 8 scales in this questionnaire, which ranged from 1 (completely disagree) to 5 (completely agree) based on the experts' ideas. User satisfaction I think I made the right decision that was using IT in the organization. Experiencing using IT is pleasing for me. Generally, I am satisfied with the services of IT in the organization. (15, 38, 39, 46, 63, 64) 0.83
Statistical Analysis. The face validity and content validity were determined by the ideas of the experts, and the validity was determined by the use of Cranach's alpha. For data analysis and fitness test of the model, the Amos 21 and SPSS 21 software were used. Table 3 shows the descriptive features and correlation matrix of the study variables. The highest correlation for user satisfaction and perceived enjoyment was (r = 0.79), and the lowest was (r = 0.002), which indicated the relation between computer anxiety and the intention to use. Table 4 shows the indicators of the model fitness. The GFI and AGFI are higher than 0.9, and X 2 /DF = 3.657, which indicate that the model has an appropriate fitness.
RESULTS
The findings of the study are shown in Figure  1 . They indicate that the highest direct effect is related to the effect of perceived enjoyment on the PU (βs = 0.665), and the lowest rate is related to the effect of computer anxiety on the EOU (βs = 0.099).
DISCUSSION
The aim of the present study was to analyze the structural relationships of the TAM variables, such as PU, EOU, AT toward the use, intention to use information technology along with external factors (such as self-efficacy of using IT, technology anxiety, perceived enjoyment), and user satisfaction as the mediator variable.
The findings of this study demonstrated the direct and indirect effects of the self-efficacy of the technology, perceived enjoyment of its usage, technology anxiety, and user satisfaction The findings of this study demonstrated that self-efficacy has a direct effect on the EOU. The results of the previous studies (24, (65) (66) (67) indicate that the self-efficacy of technology is the determining factor of the EOU, which corresponds with the results of the present study. However, no meaningful effects were observed in the studies by Rezaei, et al., 2008 (68) . In some studies, it was determined that the self-efficacy of using information technology is the key factor in its usage, which is in agreement with the results of the present study (56, 65, (68) (69) (70) (71) . The findings demonstrated the direct effect of self-efficacy on the AT toward the use of information technology. These findings go along with the results of the study by Sanchez Prieto, J.C Olmos, Chun-Hua Hsiao, and Kai-Yu Tong (2015), which indicated that self-efficacy is a stimulating variable having an impact on the AT toward the use of information technology. They also stated that self-efficacy is one of the variables that should be considered as significant in the use of technology. These findings indicate that if the users' conviction toward their ability to use information technology is positive then it is easier for them understand information technology better, which will increase the probability of their usage. Therefore, the effect of the individuals' judgment regarding their own abilities while using information technology (through EOU and AT) on their beliefs leads to the probability of the use of information technology. This, in turn, results in a better performance.
The findings of the present study demonstrated that the perceived enjoyment has a direct and meaningful effect on the main structures of TAM (EOU and PU) and self-efficacy. The direct effect of the perceived enjoyment is also meaningful as shown in the studies by Yi & Hwang, and Ahmadi Dehghotbi (32, 70) . Therefore, people should be able to judge their own abilities to effectively use a computer more positively when they perceive information technology as useful, regardless of its instrumental applications. In (15, 31-33, 56, 72-74) previous studies, the perceived enjoyment was the determining factor on EOU and PU of information technology.
Theoretically speaking, the entertainment feature of information technology used in sports organizations acts as the main enjoyment factor, and results in an easier understanding of information technology for the users. In addition, the innovations offered by information technology make it more exciting for them. Therefore, entertainment, pleasure, and excitement (enjoyment factors) lead to a higher acceptance of technology. In addition, excitement and pleasure of information technology provide users with the feeling that they have a considerable control over their activities, and thus, they can do things faster and more efficiently. Therefore, they perceive information technology as a useful tool.
The findings of this study indicated that technology anxiety had a negative and meaningful effect on the EOU and AT. Therefore (based on Fig. 2) , it can be concluded that technology anxiety has a decreasing effect on the TAM, and it seems that it acts as a deterrent to technology acceptance. The results of (27) and (75) showed Higher points in anxiety lead to negative AT, and lower EOU of information technology, thus leading to a lower use of information technology. The findings of the present study affirm the same points. Whenever computer usage is accompanied with fear and anxiety, the usage of technology becomes less efficient, and hence, the employees' performance will be adversely affected in the organization (20) , The findings indicated that there is a negative and meaningful relationship between computer anxiety and the ease of use. However, in (76) , and (68), the impact of computer anxiety on the EOU was not meaningful, which corresponds with the present study. It seems that feeling threatened in using information technology can lead to a negative AT; the individual may think that s/he is not sufficiently knowledgeable in the use of information technology leading to a feeling of disinterest toward the use of technology. The more people feel anxious about using the computer, the more difficult will be their perception along with lesser belief in their abilities, and thus, a lower the intention to use technology, and vice versa.
The findings of the model indicated that user satisfaction plays a significant part in predicting and raising the intention of the individual to use information technology (15, 39, 40, 64, (77) (78) (79) (80) , it has a meaningful impact on the behavioral intention to use communication services in the long term. Lee & Kim claimed that user satisfaction can be considered as the main factor in predicting the intention to use a technology (81) . Battacherjee also stated that the satisfaction, which is takes form during the initial usage of a technology, has a positive effect on instilling a permanent intention to use the system (43) . The findings of Liaw et al. showed that user satisfaction is to be considered as the main factor in predicting the intention to use a computer. Since the impact of AT and self-efficacy on the intention to use information technology was found to be higher than user satisfaction, these findings need to be confirmed practically in the future studies (69) .
CONCLUSION
The findings of the model showed AT, selfefficacy, PU, EOU and user satisfaction have respectively a meaningful effect on the intention to use information technology. The highest effect was related to AT and the lowest one to satisfaction. Theoretically speaking, AT is a combination of beliefs and excitements which prepare the individual to observe different phenomena positively or negatively in advance. AT summarizes the evaluations of phenomena and therefore is responsible for the prediction and guidance of the future actions or behaviors. In the present study higher points in AT represent a more positive AT. Thus, it can be claimed that as far as people have a more positive AT toward information technology, they will experience beliefs or excitements which make them prepared to perceive information technology positively and have the intention to use it.
The present model is related to a complex behavioral phenomenon and definitely has shortcomings like any other models. Thus, it is worth it to investigate the extension of the other stimulating variables on the model for the future studies.
Users' reactions were not examined several times, since the study was conducted in a single step. To be more meticulous, more accurate experimental studies are needed in this domain.
The lack of homogenous results and background about the relationships between external variables, especially among technology self-efficacy, technology anxiety and perceived enjoyment with TAM structures and their inner relationships is the other point to be mentioned.
APPLICABLE REMARKS
 The AT, self-efficacy, PU, and EOU have the most and user satisfaction have the least effect on the decision to use the information technology.
 It is suggested that sports organization for increasing its productivity and efficiency not only emphasize to information technology but make it proportional to organization's need.
 Because of the most effect of AT on intention to use IT, it suggests that these organizations do their plans for creating a positive attitude on acceptance of information technology. This leads to make it easy and user satisfaction's reinforcement information technology in the organization. 
